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The Hook 


Garamite airships have been spotted approaching 
Capital City’s walls. But our Queen went missing ten days 
ago. She was last observed in the esteemed royal library by 
her recent acquaintance, Councilor Friend. An elite search 
party was sent for her. But after discovering a portal to an 
extra-dimensional library, the party was not heard from 
again. Four days ago a second search party was sent but has 
also disappeared. 


The queen is necessary for activating Capital City’s 
protective measures. Without her, we are all sitting ducks to 
Garamont’s explosive weaponry. 


But since the King is away at the front lines of war, it 
fell on the one-year-old prince to select a third search party 
from a comprehensive list of royal servants. 


The centuries-long war between the Arial and Garamont 
kingdoms hinges on today’s events. You have been selected. 
Carry only what is already on your person and make imme- 
diate haste to the library. 


Arial History 


The Garamite War: 

g Due to incessant terrorism, 
peace treaties and fog of war, 
the Garamite War is reported 

as having been fought for 
anywhere between 300 and 

800 years. These two nations 
have their own continent 
(albeit Arial is purportedly 
much more beautiful). Initial 
conflicts started over the arable 
isthmus that connects each 
continent. This isthmus remains 
the predominant arena for 

the brutality of battle. Whole 
cities built and burned over the 
course of a few generations. 

w A third nation, Calibria, rests 
on an island beside Arial. They 
maintain a friendly relationship 
in exchange for Calibrian 
mercenaries. Thanks to these 
mercenaries, Arial no longer has 
compulsory military service like 
in Garamont. 

m Most Arialites have never 
even seen a Garamite these days. 
But propaganda has made them 
out to be brutes with animal 
tails and claws, savoring the 
taste of blood. 


Queen Joshasta: 

@ Joshasta was crowned queen 
as an 8-year-old when both her 
parents were killed in battle. 
Later, she and her husband, 
Layis, would take rotations 
commanding at the front line. 
w Since the birth of their son, 
Oedipus, Joshasta has spent 
sleepless nights delving into 
the royal library in search of 
strategy and prophecy. There 
she found Oedipus Rex, which 
sparked an intense fear that her 
own son is prophesied to kill 
Layis and take her as wife (or 
at the very worst, destroy the 
realm). 

@ Using a bibliomancer’s pen, 
she conjured Sigmuend Freud 
from On The Interpretation of 


Dreams, in order to further dis- 
cuss the prophecy through late 
night talks. Known as Coun- 
cilor Friend, other courtiers 
suspect him to be a Garamite 
spy because of his strange accent 
and sudden arrival in the court. 
mw From Freud, she learned she 
must confront a mysterious 
force called "repression 


Librarians 


The librarians are lost 
visitors warped by the Library’s 
overpowering and esoteric 
drive to sustain and expand 
itself. They are now small, 
wispy creatures with skin and 
bones resembling some cross 
of an emaciated human with a 
wrinkled, featherless bird. Yet 
their faces are no more detailed 
nor alive than an expressionless 
porcelain mask. ‘They ignore 
or outright avoid most visitors 
while tending to their tasks. 

Librarians are divided into 
four Orders -- Red, Yellow, 
Black and Grey Orders -- who 
each attend to different duties. 


Librarian: 0 AC; 

3 HP; 7 STR; 12 DEX; 

12 WIL; 18 INT; 

+ Atk- Dust Blast (1d6); 

+ Spells- Levitate, Mending, 
Redact, Detect/Dispel Magic; 
+ Teleport- Can teleport 
between bookcases so long as 
they're unobserved; 

¢ Tireless- Never tired or 
hungry; 

+ Inv- Hooded Robe (colored), 
Librarian Lens (25% chance), 
Random Item (roll on “I Search 
The Body, p.29). 


Extra Abilities: 

m Librarian Lens- Projects light, 
translates written languages, 
sees invisible creatures and sees 
through walls into adjacent 
rooms. 

mw Red (Infrastructure)- Shape 
Stone/Wood, Meld Into Stone/ 
Wood, Spider Climb. 

@ Yellow (Books)- Translate, 
Control Flame/ Water. 

@ Black (Portals)- Hold Person, 
Hold Portal, Knock, Wall of 
Iron. 

m Grey (Restless Dead)- Detect 
Undead, Trap Soul, Invisibility. 


Encounters: 

If visitors cause too much noise 
and structural disruption, or 
linger too long as a lost soul, 
they might encounter librarians 
preceded bya magical silence. 


Roll a dé 

1. Black Order [1] 

2. Red Order [d4] 

3. Yellow Order [d6] 
4, Grey Order [d2] 
5. Red Order [d6] 

6. Black Order [d4] 


Player Death 


Ifa living being dies while inside 
the Library, their soul lingers. 
The Library is powered by souls 
which get collected in glass 
pens, siphons and pumps. 

The longer a soul lingers, the 
more intensely they feel a pull 
towards this machinery. 

Ifa PC dies, they will be- 
come a Lost Soul. 

With enough connection to 
their life (like traveling with a 
party of acquaintances) the Lost 
Soul may break free and exit the 
Library, still cursed to exist asa 


ghost.” 


Lost Soul: 0 AC; 

8 HP; 0 STR; 12 DEX; 

base WIL; base INT; 

« Atk- none; 

+ Gaseous Entity- Can move 
through objects except walls 
and doors. Immune to physical 
damage. Resistant to elemental 
damage. 

+ Speaks in whispers. 

¢ Rolla d12 twice for two Lost 


Soul Powers. 
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Lost Soul Powers: 
Roll d12 Twice 


1. Move objects about. Thrown 
objects deal d4 damage. 
Erase a creature's memory 
from the last five seconds. 
Emit a scream, CON Save or 
deafened. 

Inhabit a nearby object, 
bestowing it your WIL and 
INT scores as well as a +/- 


1d4 to damage rolls. 
5. Teleport between shadows. 
6. Snuff out or expand light 
sources. 


Share your vision with a 

willing creature. 

Speak telepathically with 

any creature you can see. 

9. Become invisible when 

motionless. 

10. Freeze any liquid you touch. 

11. Create faint illusions of dust 
and mist. 

12. Instill a strong emotion into 

a creature (WIL Save). 
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Contents 


Arrival: 

A disorienting network of 
bookcases and spiraling stairs. 
Wooden floorboards and plaster 
ceilings. Foreign languages and 
alien glyphs. 

Occasionally a bee, the size of 

a hand, flies by or chews on a 
nearby book. You happen to see 
one such bee fly through a crack 
in the next wooden door. Peering 
through, you see a mess... 


Doors: 

w Doors A, C, Eand I havea 
crack in them that bees use. 

A — Down many stairs and 
twisting corridors, to a wooden 
door with a small crack for bees. 
B — A brief stone hallway with 
wooden doors, reinforced with 
iron banding on either side. 

C — A wooden door reinforced 
with iron banding. There is a 
busted lock on the door (3 STR 
Saves to break open). Covered in 
black, inky handprints. 

D — Same as “B” but the south- 
ern door has green slime on the 
cracks (no save needed to open). 
E— A brief stone hallway 

with wooden doors, reinforced 
with iron banding. More inky 
handprints. 


F — A wooden door with green 
slime in the cracks. 

G — A wooden door. 

H — Same as “F” 

I—A spiral staircase going up. 
A wooden door on either side. 

J — Iron doors (5 STR Saves to 
open) before a portcullis (3 STR 
Saves to lift). Automatically lift- 
ed by the elevator’s mechanical 
gears when using a black key. 

K — Same as “J”. 


What NPCs Want: 

w Volo: To continue with his 
studies unabated. 

g Lieut. Adelaine Ames: To 
protect the kingdom at all costs. 
mg Archmage Basil Burke: 

To escape this gods-forsaken 
library and have no one know 
that he cannibalized two royal 
councilors. 

= Queen Joshasta: To con- 
front "repression" in order to 
subdue any prophecy or com- 
plex threatening Arial. 

= Queen (Possessed): To 
open the elevator, reach the 
System Stygian, and eradicate all 
Garamites. 

m Repression: To disinhibit all 
creatures and objects. To let the 
shadows free — the inside out. 


1. RUINED STACKS 


saris 
“You enter yet another room 
stuffed with rows of bookcases. 
But this time it appears as ifa 
bomb has gone off. Most shelves 
have snapped or seemingly fallen 
from their slots. Loose and torn 
pages litter the ground covering 
almost every square inch. But by 
the remnants of a broken desk, 
you spy the Queen’s leather 
satchel, monogrammed with the 
royal crest.” H 
er | 
If PCs approach the bag, the 
nearest PC will see the bag 
disappear down a crack in the 
floor. They must then make a 
DEX Save or be swallowed by 
the Bookworm. Roll Initiative! 


Giant Bookworm: 0 AC; 

6 HP; 12 STR; 12 DEX; 

+ Atk- Bite (1d6); 

+ Crit- Swallow/Digest (1d4) 

¢ One extra reaction attack per 
round. Burrows after attacking. 


¢ Tremor sense and INT sense. 


If no PC is moving then the 
Bookworm will make INT Saves 
against the PC’s INT — if it 
succeeds then it locates the PC. 


Burrowed holes are quickly 
filled in with a mixture of stone 
rubble, wooden splinters and 
paper pulp. If the Bookworm 

is critically damaged, then it 
cannot burrow. 


Volo: 

As soon as the fight begins or 
the PCs make noise, they will 
hear a voice from atop a nearby 
bookcase. A spry man in a color- 
ful, but unusual tunic motions 
for them to be quiet and climb 
thither (DEX Save). However, 
he speaks in gibberish. 


Volothamp Geddarm: 1 AC; 
8 HP; 9 STR; 12 DEX; 

16 WIL; 15 INT; 

+ Atk- Dagger (1d6); 

+ Spells- Comprehend Lan- 
guage, Tongues. 

+ Inv.- dagger, parchment, 

ink, quills, tea cakes, 2 healing 
potions, manuscript on extinct 
dragons, notes on creatures 
encountered in the library. 


Volo must first sprinkle soot by 
his ear and blow on a clay model 
of a ziggurat before he can com- 
municate with the PCs in their 
own language. 


In 
-% 


) 


side the worm: 

The torn corpses of five 
rescuers, all wizards. 

caltrops 

quill & ink 

chain (10 ft.) 

holy Symbol 

chisel 

5 daggers 

digested spellbooks (20% 
chance that one spell book 
will be undigested.) 

The Queen’s leather satchel. 
books (one per player), 
magically translated (p.28) 
the bibliomancer’s pen (p.28) 
a partially digested page (fig.1) 


What Volo knows: 


> 


> 


There is a bookworm under 
the floor. It feeds on books, 
intelligence, stories... 

This room was a mess when 
he found it. 


>> He had met their Queen but 


she did not seem interested 
in talking. (He can give 
complicated directions to 
the room he saw her in.) 


>> The Bibliomancer’s Pen: 


he heard it was developed 
to communicate further 
with characters of note. It 


NI 


can summon a noun from a 
book if pressed against the 
word. The simpler the sum- 
mon, the more likely it is to 
work properly. There are ru- 
mors it could be channeled 
for divination purposes. But 
uses are limited. 

>> There are small but dan- 
gerous librarians that act as 
custodians of this place. It’s 
best to avoid them or stay in 
their good graces. 

>> You know a librarian is close 
when a room gets unnatural- 
ly quiet. 

>> Librarians have different 
roles: Red (infrastructure), 
Yellow (books), Black 
(portals), Grey (the restless 
dead). 


Volo urges the PCs to continue 
on before any librarians show 
up. He refuses to join them since 
he has much more research to 
accomplish and bring back to 
his own realm. 


2 MELP DESK 


— 
“A large circular desk sits in 
the middle of the room. Glass 
tubes of various sizes curl from 
the ceiling and empty out over 
stacks of books. Some bookcases 
line the walls. They hold books 
wrapped in leather bags or 
tagged with glyphic notes. From 
within the desk, a crossbow 
aims at you. ‘Don’t move" says 
the archer.” ' 
eer | 
Lieut. Adelaine Ames: 

a INT Save to immediately 
recognize Ames’ voice. 

m DEX Save to not fall prone 
on the grease that Ames spread 
by the door. If the PCs do not 
declare themselves, Ames will 
start shooting. 

@ So long as PCs declare 
themselves, Ames will lower 

her guard and relax from her 
defensive position. 

m She's subsisted off a platter of 
finger cakes and two pitchers of 
tea — found by the Queen. 

w Ames is a loyal and resilient 
expert archer who served in the 
army but now serves as a Lieut. 


of the Royal Guard. 


Lieut. Adelaine Ames: 2 AC; 
6 HP; 10 STR; 16 DEX; 

12 WIL; 11 INT; 

+ Atk- Crossbow (1d8, bulky); 

+ Atk- Dagger (1d6); 

+ Inv.- crossbow, bolts [7], dag- 
ger, brigandine, helmet, cakes, 


grease, sending stones [2]. 


What Adelaine knows: 

>> She and her rescue team 
discovered the Queen in this 
room a week ago. 

»> The Queen insisted that they 
go further — to use an eleva- 
tor in the next room to reach 
the “System Stygian”. But the 
elevator requires a code and 
key which she needed help 
acquiring. 

»> The Queen commanded 
Ames to guard this room and 
kill any librarians. She took 
the other rescuers to the next 
room, following a few bees. 

»> The Queen said she can put 
an end to the Garamites — 
but she refused to elaborate. 

>> “Please follow the bees and 
aid our Queen! Take a send- 


ing stone.” 


3. INK VATS 


“Black ink pools on the 
floor as it slowly drips out of a 
very full vat. There are five brass 
vats, each containing a different 
colored ink. Tubes feed in and 
out of each vat and through 

the walls. Clockwork whisks 
periodically descend from the 
ceiling to stir. The black ink 
would spill into the Study 

Hall if not for that room’s time 
properties. Careful, ink is very 


flammable.” 1 


Types of Ink: 
Black: Mundane. 
Red: Imbues the reader with 


the author's emotions. 


Green: Emits sound aloud 


when read in one's head. 
Blue: Invisible in light. 
Infernal: Used for magically 


binding contracts. 


The Black Vat: 

The bottom of this vat is clogged 
by two (librarian) hooded robes. 
One red and one yellow. The ink 
cleanly drips off of them. There 
is also a floating, black soggy 
hand belonging to a librarian. 


Scratches: 

On one of the doors there are 
five tally marks scratched into 
the wood (The Queen tallied 
the times she came to conscious- 
ness, locked in this room). 


Ink Painting: 

Someone has crudely painted 

with inky fingertips the image 

of a person with a large blotch 

erupting from its head. 
Another area of wall has the 

mad scribblings of the words 

“tails, no tails, not tails”. 

© PCs would know that 

Garamites have tails. 


Ink Blot: 4 HP; 11 DEX; 

+ Atk- Engulf (1d4); 

+ Immunity: Physical damage; 

¢ Vulnerable: Fire; 

+ Can squeeze through cracks 
and climb up walls; 

+ If dealt physical damage it 
splits in two, with half HP each. 


o PCs can find a page from 
Oedipus Rex. (fig.3) 


Bees: 
The bee flies through a crack in 
the southern door. 


4, STUDY HALL 


“Wide wooden desks 
stretch the length of the room, 
each dotted with gas lamps. 
Odd looking people -- even 
monstrous creatures sit on deep 
leather chairs quietly reading 
through their chosen books, 
with extra stacks piled by their 
sides. This room feels very 

still. The readers don’t appear 
to move at all, except for the 
occasional turn of a page. There 
is no flicker to the lamplight, 
no breath from your mouth.” 


Time-Locked: Everything is 
in stasis unless a living being 
makes a concious effort to 
move and change things. Time 
does not progress while in this 
room. Diseases and bleeding 
halt. Spells last indefinitely. 


Readers + their books: 
Zar’Gul. A mass of chains and 
locks in a humanoid form. 


This devil can drain memory 
through touch (1d6 INT 
dmg). Hemorrhoid Aberra- 
tions and their Applications 
Giant Floating Eyeball. Can 


1 
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read minds. Essays on Statis- 
tics on Essays on Insomnia. 
Educated Rodents [4]: 

— Donatello. Studies engineer- 


ing. 50% chance to open/seal a 
lock or fix/disable a mecha- 
nism. Underwater Bridges. 

— Raphael. Studied mili- 

tary history. Bite deals d8 

dmg. Trenches as Offensive 
Strategy. 

— Michaelangelo. Studied 

fine cuisine. Sous-Vide for 


Neurovores. 

— Leonardo. Studied politics. 
5-in-6 chance to spot any lie 
he’s told. King Lear. 

Nuns [5]. They occasionally 
(but subtly) rip out and hide 
pages they deem heretical. The 
Scriptures of St. Jody-John. 
Yat. A cat-like humanoid with 
a stab wound in their side. It 


bleeds every time they flip 

a page. Bookbugs & Their 
Venoms. 

Xalad. A human university 
student. Appears dead but 
actually fell asleep a long time 


ago. Body Humors and the 
Plague. 


Elevator Door: 

m Made entirely of iron, double 
doors protect grates which 
protect the interior space. 

mw The wall to the right has three 
large key holes. 

mw The wall to the left is covered 
in tiny levers. Each lever corre- 
sponds to an adjacent symbol. 
Most symbols are recognizable 
numbers but not all of them. 

mw Above the doors are several 
long rows of tiny panels. most 
of the panels have numbers and 
symbols on them. This indicates 
the current floor. 


Redact Spell (time-locked): 

= Magic words hover by the 

elevator. Two words are whited 

out by bright light: “detect i itin 
the riddle of the ---- ---- : 

o A nearby scrap of paper holds 
the fuller quote but “Theban 
Sphinx” is burned out. (fig.2) 

© The double doors look badly 
dented and clawed. 

© There’s a black (librarian) 
hooded robe crumpled in a 
corner along with a cracked 
librarian lens. 

(This lens creates a small beam 


of light extending five feet.) 


Western Door: 

gw A wooden door banded with 

iron. The lock looks busted 

and the door is jammed shut. 

Requires STR Saves from 3 

different PCs to break open. 

@ The door is covered in inky 

handprints —the Queen’s— while 

inky footsteps track to the eleva- 

tor as well as the southern door. 

© Some of this ink is also 
smeared on the Sphinx 


page. (fig.2) 


Talking to readers: 

Readers will generally not want 

to talk but they have seen a lot. 

b> The Queen as well as a cou- 
ple librarians have gone in 
and out of the western door. 

» The Queen brought the 
sphinx there (human head, 
lion body, eagle wings). 

b> The sphinx tried to break 
through the elevator but 
was “redacted” by librarians. 
They used the light of their 
lenses to burn through cer- 
tain words that correspond- 
ed to the sphinx's name 

Bees: 

The bee flies through a small 

crack in the western door. 

1] 


5. TEA ROOM 


— 
1 

' “The door opens with a 
squish as ropes of green slime 


stretch and snap. Inside is a cozy 
room with comfy chairs and low 


tables. China, cutlery and bare 
silver platters adorn the tables. 
But in the middle of the room, 
there crawls a five foot tall snail 


wearing a helmet and wielding a 


flail with shield. ‘Shut that door 


behind you!’ he cries.” 


Ser Cargaux, The Snail Knight 
is a friendly escaped fiction 
from The Tales of Ser Cargaux, 
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the Errant Snail Knight. To 
him, chivalry is of the utmost 


importance. 

He is currently attempting 
to eradicate foul croissants and 
finger sandwiches. However he 
is too slow to catch them. 

The food is so moldy that 
it has grown legs and a rather 
mean sentience (victims of 


Repression’s disinhibit ability). 


Foul Food (many): 
1 HP; 14 DEX; 
+ No attack; 1d4 dmg if eaten; 


+ DEX save or jumps in mouth. 


+ They run around knocking 
over china. 


Cargaux’s Chivalric Code: 

A knight shall... 

1. Display bravery and 
fearlessness in the face of 
danger, protecting their 
brood and territory from 
predators and inclement 
weather. (Courage) 

. Use their true tails and 
antannae to honestly and 
clearly communicate, and 
avoid deception. (Honesty) 

. Let fairness and equality be 
their guide in respecting one 
another's rights to leaves, 
bark and water. (Justice) 

. Recognize the natural order 

and appreciate the con- 

tributions of all creatures 

to maintain such balance. 

(Humility) 

Avoid excessive destruction 

and pollution. Contribute to 

the preservation of natural 
resources. (Stewardship) 

Use their instincts to make 

informed decisions that 

promote survival, source 
superior food and shelter 
while avoiding unnecessary 


tisks, like birds. (Wisdom) 


Ser Cargaux: 3 AC; 

2 HP; 14STR; 6 DEX; 

14 WIL; 9 INT; 

+ Atk- Flail (1d8); 

+ Atk- Longsword (1d10); 

¢ Inv.- flail, Snailsword (long- 
sword that corrodes through 
metal), helmet, shield (wit 
Cargaux crest), chained alma- 
nac, sacred almanac. 


What Cargaux knows: 

b> These food rooms are always 
well maintained by red 
librarians. 

> 


Vv 


“A little mold is one thing, 
but these sandwiches are an 
assault on the natural order.” 
Dl 


Vv 


Cargaux only arrived several 
hours earlier through the 
northern door. He sealed 
the doors with his slime so 
as to ensure no foul food 
could escape. 

4 


Vv 


Library visitors have told 
him he is a fiction come to 
life and that he should avoid 
getting “redacted” by librar- 
ians but he doesn’t believe a 


lick of it. 


Snailsword (1410, bulky): 
If the PCs help eradicate the 
foul food, Ser Cargaux will offer 
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up his magic blade from deep 
within his shell. It is a corrosive 
blade with the ability to rust 
through any metal. 


Farmer’s Almanacs: 

Ser Cargaux has two almanacs. 
One is animated but chained (it 
was cursed for failing to predict 
a deadly flood). He wants to de- 
stroy or sanctify this evil book. 
If helped, he lets the PCs use his 


other almanac for divination. 


Ser Cargaux is happy to wait 

in this room for a librarian to 
replenish the food, or to keep an 
eye out for additional foul food. 
He could be convinced to join 
the party on a WIL Save. He is 
however very slow. 


6. PRINTING PRESS 


“Hot humid air rushes to 
greet you, and then the smell 
of toasted pulp. You see a 
giant, steam-powered printing 
machine as it creaks, clatters 
and grinds. The steam and ink 
rush in through pipes while 
the finished pages float down a 
chute in the floor that’s covered 
by a small glass dome. A bee is 
crawling over the glass, greedy 
for the paper within. 

By the southern door, a 
messy heap of papers. By the 
northern door, a very organized 
collection of moveable type. 
And above that, affixed to the 
wall, five type blocks are glow- 
ing green — spelling the word 
‘“GUARD” ' 
Paper Heap: 
mw The paper heap will swirl up 
and build itself into a hulking 
origami monster if any of the 
following conditions happen: 

1. APC touches the papers. 
2. APC touches the blocks 
that spell “GUARD”. 

3. Any creature interferes 
with the machine. 


Bees: 

Given enough time, the bee will 
try to sting the glass dome, thus 
activating the Origolem. The 
bee will then try to flee through 
the southern door. 


Origolem: 

8 HP; 16 STR; 13 DEX; 

+ Atk- Slam (1d8, blast); 

+ Atk- Slice (1d6, ranged); 

+ Crit- Throw at Door (1 dmg); 
+ SP- When hit, release a paper 
scrap flurry that impairs all 
attacks against it (roll a d6, ona 
5-6 it works); 

« SP- Use crit as a reaction if 
reduced to 0 HP; 

« Mindless 

+ Blindsense 

¢ Vulnerable: Fire, Steam 


@ The Origolem might 
prioritize attacking the bee or 
whoever poses a greater threat 
to the printing machine. 

The Origolem will not follow 
targets outside of the room. 
Type Blocks: 

@ This puzzle functions like the 
popular game, Wordle. 

m The blocks shimmer with a 
recognizable alphabet. 


m PCs can swap new letters 

in the slots and press them in 
all together. So long as they’ve 
spelled a real 5-letter word, the 
blocks light up green if put in 
the right place, or yellow if in 
the wrong place. 

mw A small sign by the door 
shows the word “GUARD” 
highlighted in green next to a 
vertical line. 

@ Below that, the sign has 
another word next to a horizon- 
tal line. But this word has been 
covered by an inky handprint 
(handprints are also found 
along the northern door). 

@ The sign also shows the word 
“GREET”. The G is green, the 
Ris yellow, but both E’s and 

T have no color. There is an X 
next to this word. 

mw If the PCs spell “INERT” 
the Origolem immediately falls 
back into a heap of papers. 


Printing Machine: 

g The northern part has tiny 
levers that align type blocks. A 
giant ink roller glides over the 
blocks every other round. The 
type then sandwiches violently 
with paper and gets sucked 


down a glass tube. 

mw The room is covered in steam 
pipes which can be damaged to 
erupt in steam blasts. 

g Every other round, pick a 
random zone and alert your 
PCs that the pipes there are 
about to expel steam on the 
following round. 

m The steam deals 1 flat damage 
to PCs. 

m The steam deals double 
damage to the Origolem as well 
as stunning it on a failed DEX 
Save. 


Treasure: 

On the machine is an intact 
Librarian Lens. Not only 

will this create a beam of light 
within fifteen feet, but it can 
also translate written languages, 
see invisible creatures and see 
through walls into adjacent 
rooms. 


7: ILLUSORY STACKS 


1 
‘ “There are no walls, no 


doors, no shelves. You appear 

to be on a grassy footpath 
surrounded by dense forest. 
Broad deciduous leaves dapple 
out most of the sunlight. The 

air smells of pine cones and 
running rivers. Several books 
flap around in the sky like birds. 
And by your entry are three 
small boulders, one of which has 


been reduced to rubble.” ' 


1 
= 


Hallucinatory Terrain: 

mw This living spell uses sight, 
sound and smell to replicate a 
dense forest. 

m When a PC interacts with the 
illusion: 

e INT Save to receive a flash of 
what is really there... 

(The INT Save is repeatable. 
with disadvantage) 

WIL Save with disadv. to not 
be continually tricked. Ifa PC 
fails this save, they physically 


respond to the illusion as if it 
is real. 

PCs who attempt to find the 
walls will become lost without 
a successful WIL Save. 
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Three Boulders: 

m These are actually display cas- 

es made of glass and wood. The 

rubble is a shattered case. 

m Through cracks in the two in- 

tact boulders, PCs can see glass 

tubes, each holding a rolled up 
spellbook scroll. 

m A PC who passes their WIL 

Save can open or destroy the 

"boulders". 

m There is a similar glass tube 

broken in the rubble. 

m The two remaining spell- 

books will become living spells 

if uncorked: 

1. Pit - A pit 10f wide and 
10ft deep opens in the 
ground. 

2. Upwell - A spring of sea 
water appears. 

m PCs may then notice that one 

of the flying books is actually a 

Spellbook scroll. 

oO Ifthey catch the spellbook 
then they can redact the 
Hallucinatory Terrain by 
burning the scroll or using a 
Librarian Lens to magically 
project its words -- then 
shining light on those words. 


Archmage Basil Burke: 

1 AC;4 HP; 6 STR; 11 DEX; 
13 WIL; 16 INT; 

+ Atk- Dagger (1d6); 


+ Inv.-brigandine, dagger. 


Archmage Basil Burke: 

mw Basil can be found huddled 

by a tree. His mind is somewhat 

broken after resorting to canni- 
balism for survival. He’s aware 
that he’s surrounded by magical 
illusion but he lacks the WIL to 
see through it long enough to 
escape. 

mw Basil has been Arial's Arch- 

mage for three years now. He’s 

known for being politically 
savvy and administratively 
competent. 

mw Basil used the last of his 

spellbooks to subdue and then 

cannibalize two royal councilors 

(Glutea Stoker and Giles Toll). 

© He swears that Toll had first 
begun eating Stoker and that 
Basil killed him for his own 
safety. 

O In reality, Basil killed them 
both while they slept. INT 
Save to discover a used Poison 
Cloud spellbook. 

© He’s afraid to show his face in 
Arial ever again. 


What Basil knows: 

>> Basil, Toll, Stoker, the 
Queen, and a guard named 
Earnest Ernst all fled into 
this room from a paper 
golem. 


>> This room looked like an 


Ww 


ordinary library, but as soon 
as he entered he heard a 
crash of broken glass and 
the room turned into an 
expansive forest. (Someone 
ran into a display case and 
cracked free the living spell) 
> 
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He assumes this is a spell of 
. mus 

masterful” illusion. 
»> The Queen and her guard 
ventured deeper into the for- 
est and were not seen again. 


>> Basil has lost track of time. 


vW 


(He’s been here for sev- 
en days but guesses two 
months) 

b> (Optional) He suspects the 
Queen might be under a 
powerful spell. 


Leaving: 

PCs will need to redact the liv- 
ing spell, see through the spell, 

or track another bee in order to 
find the doors out. Basil insists 

on leaving with the PCs. 
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8. CATALOGUE 
“The buzzing of a near 
hundred bees fills your ears. They 
fly in all directions like the sooty 
embers of a burning building. In 
the middle of the room is a hive 
made of regurgitated paper. It ex- 
tends from floor to ceiling with a 
15 foot diameter, leaving only an 
additional 10 ft around the sides 
of this small room. In one corner 
you see the guard, Ernst. He’s 
laying on the floor, motionless 
and without armor. His body — 
covered in stingers.” 

And through the swarm 

of bees, inside a large, jagged 
crack in the paper wall, you see 
your Queen. Gaunt and pale, 
she stares at you with a look of 
incredible focus, unmoving save 
for the occasional drip of black 
honey that she opens her mouth 
to catch. And locked in her arms, 
a book the size of a shield, the 
depth ofan arm. ' 
In the hive: 
The Queen managed to get 
her hands on the Catalogue by 
first taking Ernst’s armor and 
commanding him to distract 


OF CONTENTS 


the bees. She then cut through 
the paper nest and slammed the 
Queen Bee in between the Cat- 
alogue’s pages (where the queen 
bee made its bed.). By then Ernst 
was dead and the Queen had to 
stay still in order to avoid aggres- 
sion from the bees. For seven 
days she has subsisted off of a 
drip of black honey. Her body 
has become hollow and light 
while wings have grown from her 
shoulders. 


Bee Swarm (120): 0 AC 

0 HP; 1 STR; 13 DEX; 

+ Atk- Sting (1d12/ with adv.); 

+ Crit- Target receives 1d4 more 
stings each round and is targeted 
by the whole swarm; 

+ Mindless 


¢ Vulnerable: Fire 


Bees: 

@ The bees attack anyone who: 
Attacks a Bee, Touches the hive, 
Opens the Catalogue to where 
their queen was crushed. 

m The swarm attacks with 
advantage. Each point of damage 


(both ways) kills one bee. 


Queen Joshasta: 

mw She doesn’t seem like herself— 
now steadfast in a ruthless plan. 
w Ifthe Queen is freed, she will 
insist on opening the book she 
holds (away from bees) before 
answering any questions. 

m Once she reads from this 
book, she makes haste to the 
Study Hall. 

mw If PCs try to stop her she will 
open her conceptual well and 


flee. 


Queen Joshasta: 2 AC; 

4 HP; 10STR; 14 DEX; 

13 WIL; 12 INT; 

+ Atk- Sword (1d8); 

+ Inv.- sword, royal guard chain- 
mail, a book chained shut that 


contains a conceptual well.(p.26) 


Conceptual/Censored Well: 

If the chained book is opened, 
the well pours out onto the floor. 
(Refer to in the negative). 

“Tt doesn’t look like a deep black 
puddle, nor hole, not even 2-di- 
mensional... nothing.” 


Conceptual Well: 3 HP; 

« SP- Each round, PCs make 

a INT Save or the well drains 
ability to comprehend a concept 


(SEE p.27) or 1d8 dmg. 
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What Joshasta knows: 

b> She was researching for more 
ways to protect the kingdom. 
When she discovered the 
existence ofa dictionary that 
applies to everything. 

She plans to change the defi- 


nition of tail: “The extension 


DI 
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of a backbone in a vertebrate, 
prolonging beyond the 
hindmost part of the body, 
which releases poison every 
morning, killing the body to 
which it connects.” 

She needs a Black Order 


librarian’s key to open the 


» 
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elevator. 

© Councilor Friend (spelled 
Freud) is a psychologist she 
conjured from a book in 
order to discuss the Oedipus 


prophecy. 


What unpossessed Joshasta 

knows: 

>> She used the bibliomancer 
pen to confront her own 
repression, but this monster 
clawed into her mind. 

b> Repression locked her in the 
Ink Vat room while hunting 
for librarians and their keys. 

b> Repression can't possess 
mindless creatures 


9. SYSTEM STYGIAN 


Repression: 

@ Will try to possess a new 
creature if its host is incapaci- 
tated. Cannot possess mindless 
creatures. 

@ Conjures visions of desires/ 


fears for each possessed creature. 


Ifa PC stands up to their 
Repression Possession, then burn 
out the nearest "repression" of 
the redact spell. (p.24-27) 

@ Hasa fly speed 

m Made of semi-corporeal pages 
that phase in and out. 


Repression: 0 AC; 

20 HP; 7 STR; 17 DEX; 

14 WIL; 12 INT; 

+ Atk- Demoralize (1d4, ignores 
armor); 

+ Crit- Target can’t attack Re- 
pression unless WIL Save and 
has disady. from possession); 

« SP- Possession (Must follow 
commands like a Command 
Spell vs WIL Save with adv.); 

+ SP- Disinhibit (1d12 creatures 
or objects make a WIL Save or 
manifest an inhibition); 

+ SP- Super-ego/Shadow 
(preferred Ability Save or add/ 
subtract 1d4 from a target’s 
preferred ability); 


« Can move again as a reaction. 


Stage 1 (Study Hall): 
Ls 


The Queen emits a wave of 
dark energy which indefi- 
nitely darkens the room to 
dim light. All of the readers, 
except for the devil and eye, 
begin screaming at the top 
of their lungs. The PCs must 
succeed a WIL Save to not 
also scream, which can be 
repeated every round. 


. She then waves her hand and 


the elevator’s numbers all 
flip to zeroes (which is the 


catalogued number for the 
System Stygian). 


. Ten librarians will rush into 


the room from all directions. 
Ten more arrive each round. 
They will try to levitate 
everyone. 


. The Queen will attack the 


nearest Black Order librarian, 
or Repression will possess 
this librarian if the Queen is 
incapacitated. They will then 
open the elevator and rush 
inside. 


5. All librarians will rush into 


the elevator as well. 


Stage 2 (Elevator): (fig.4) 
1. 


first round casting a Redact 
Spell, Repression responds 
by wiping out all lamps 

and magically blinding the 
Librarians.(PCs make a WIL 
Save with ady. every round) 


. The Redact Spell’s floating, 2. 


glowing words offer enough 
light to see basic shapes. 


. Anumbered dial shows there 


are 4 rounds (3 after the Re- 


dact Spell) until the elevator 3. 


stops. 


. PCs must use their light 


sources to burn out every 
instance of the word: “Re- 
pression”. Candles burn one 
word. Torches/Lanterns burn 
a l-word radius. Lenses burn 
3 words in a straight line. 


. Magic energy buffers around 
the words. PCshaveamove 4. 


speed of 4 words. It takes a 
speed of 2 words to jump a 
line — 4 words to jump a 
paragraph. 


. Ifa PC moves ona word 
occupied by a librarian, it 5. 


attempts to attack the PC. 
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Stage 3 (System Stygian): 
The librarians spend their 1. 


The elevator thuds to a stop 
and opens on a narrow room, 
with gilded bookcases that 
extend 60ft. high. A massive 
stone bound book, The 
System Stygian, weighs on a 
marble pedestal. 

It takes a whole move to exit 
the Redact Spell's buffer, and 
asecond move to reach the 
book. The Redact and blind- 
ness spells continue. 

The Queen will beckon the 
book to turn to “Tail” —but 
a free Repression would 
beckon for “IN” to swap 
with “Out”. The book takes 

1 round to auto-flip through 
2 letters of the alphabet (Lis 
9th; O is 15th; T is 20th). 

@ Players can also prescrip- 
tively change a definition. 
Once a definition is changed, 
PCs have two rounds to 

take one of five elevators 

out before the room fills 
with twenty Librarians each 
round. 

Once safely in an elevator, 
cut to your own conclusion... 


Pregen Player Characters 


This adventure is designed for up to six player characters. These 


pregenerated characters are made to balance each other through 


their ability scores and starting equipment. They come with their 


own flashbacks to throw each player into individually — fora 


moment of pure roleplay. 


Defunct Adjunct Professor 
This old and bumbling wizard 
always got passed up for the 
equivalent of tenure, yet they 
were a bit too accomplished to 


be fired outright. 


Royal Guard 

This guard is two weeks away 
from retirement. And they’re 
well looking forward to it — 
and to some fishing. 


Assistant to the Assistant 
Scribe 

A gentle giant of a student. 
Afraid of their physical prowess, 
they prefer kindness and quiet 
study. 


hm 
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Abernathy C. Hogwash: 0 AC; 
4 HP; 6STR; 10 DEX; 

11 WIL; 16 INT; 

+ Atk- Paddleboard (1d6); 

+ Inv.- paddleboard, hourglass, 
spellbooks: Liquid Air, Disas- 
semble, Bound, Miniaturize, 


Repel. 


Broderick (Badger) Brut- 
ledge: 2-3 AC; 

5 HP; 13 STR; 7 DEX; 

11 WIL; 11 INT; 

+ Atk- Spear (1d8); 

+ Inv.- spear, mail (2AC, bulky), 
shield (LAC), torch, pipe & 


tobacco, manacles, fishing pole. 


Maverathla Eilvaris: 0 AC; 

4 HP; 14STR; 8 DEX; 

8 WIL; 12 INT; 

« Atk- Unarmed (1d4); 

+ Inv.- potion of the cat, quill 

& ink, candles [5], pot of glue, 
spellbooks: Pacify, Masquerade, 
Multiarm. 


Ex-con Chef 

‘Trying hard to walk the straight 
and narrow, despite their past 
demons hanging around. 


Cocksure Stagehand 
Auditioned to be a mummer in 
the royal theater, but got stuck 
as a stagehand. However they've 
enjoyed feeling useful and let it 
go to their head. 


Traveling “Hero” 

Receives lodging and admira- 
tion by recounting their exploits 
(all of which are either exagger- 
ated or entirely made-up). 


= Betrayal 


Prudence Fish: 1 AC; 

5 HP; 14STR; 13 DEX; 

10 WIL; 8 INT; 

+ Atk- Meathooks (1d6); 

¢ Inv.- meathook, butcher knife, 
leather gloves (1AC), cooking 


pots, pot of grease, net, metal 


files, snake salad (drug). 


Sebastian L’Eclaire: 1 AC; 
S HP; 7 STR; 14 DEX; 

12 WIL; 9 INT; 

+ Atk- Saw (1d6); 

+ Atk- Sling (1d4); 
¢ Inv.- saw Foullgh ), sling, screws 
[100], grappling hook with rope, 
mummer’s mask (1AC), face 


paint, hand drill. 


Zirigok Runeblade: 1 AC; 

S HP; 7 STR; 14 DEX; 

12 WIL; 9 INT; 

+ Atk- Expert Sword (1d4, 1d8); 
+ Atk- Shortbow (1d4); 

+ Inv.- expert sword (bulky), 
shortbow, arrows [5], goldleaf 
plate (LAC), goldleaf shield 
(1AC), fake jewels, mirror. 


One of these characters is a Garamite spy. Choose which, and dis- 


cretely inform your player. This spy has informed Garamont of the 


Queen’s disappearance and is aware of the approaching Garamite 


airships’ explosive weaponry. It is up to the player how they truly 
feel about the Queen or Garamont’s plan to bomb Capital City. 
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Pregen Flashbacks (1/2) 


Abernathy C. Hogwash: 

mw Flashback - Toad Meeting 
You are waiting in your 
office for a meeting two 
shoulder wizards set up 
(Head-Shoulders-Knees- 
Toes). They want to discuss 
your professional future. 
Wanting to make a good im- 
pression, you might have put 
some old lettuce on your ta- 
ble and dropped polymorph 
tincture onto it to make a 
nice vegetable platter. Only, 
the tincture didn’t seem to 
work, at least not until the 
first wizard arrived and tried 
your lettuce out of polite- 
ness. You're now staring at a 
giant toad on your desk. The 
second wizard should be 
arriving any moment now... 

m Repression Possession 

Adrift at sea on a floating desk. A 

toad hops out and onto the desk. 

More and more toads arrive, 

some bursting from the desk’s 

drawers. The desk begins to sink. 
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Broderick (Badger) Brut- 
ledge: 
w Flashback - Date to the Dance 


The big summer dance is 
tonight. You're waiting for 
your date to arrive when you 
hear a scream from the front 
yard. Your date is hiding in a 
dog house that has an arrow 
sticking out. THWING! 
Another arrow sticks into 
the wood. “They’re here! 
Invasion! Invasion!" your 
father yells from the top 
floor of your house. He’s 
surrounded by his war med- 
als and limps on a silver leg. 
Something about your date 
reminds him of Garamites.... 


m Repression Possession 


You're trying to line dance, 
but your father keeps 
throwing his medals around 
your neck. They’re getting so 
heavy. You can barely move. 
It’s exhausting. Your date 
wont slow down. 


Maverathla (Maeve) Eilvaris: 
mw Flashback - “Plopsies” 


In the wooden outhouses by 
your school yard, you walk 
in to see a group of boys 
dunking another student 
head first through the 
latrine and into the cesspool 
beneath chanting, “Plopsie! 
Plopsie!”... (They might turn 
their attention to Maeve 
and seek “double plopsies”. If 
Maeve does not get involved 
then the plopsied boy will 
shout for help. The boy, Tim 
Timtim, is often bullied for 
the rumor that his father 
defected from the army.) 


mw Repression Possession 


You are riding a horse, sad- 
dled behind Timtim’s father. 
Cannonballs are fired at you 
from the pursuing Arialite 
army. 


Prudence Fish: 
w Flashback - Peanuts 


Youre 9 years old, crouched 
over a fire in a little mud- 
floored hut. You've finally 
cracked the recipe! With 

a little hard-fought honey 


and salt, you've created some 
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gorgeous roasted peanuts. 
But before you can celebrate, 
the door swings open and 
your older sister walks in 
with a crate. “What are 

you wasting your time on 
that for?” she says, “Ifyou 
were out there like I said 
we'd have double the haul!” 
She spills her crate over. 

It’s full of filthy peanuts 

that she’s collected from 
circus grounds and between 
bleachers. (She insists 
Prudence not waste money 
on ingredients. “It’s not like 
all these rich people don’t 
get to eat a fresh meal when 
they go home. They can take 
alittle dirt in their cracker- 
jacks.”) Prudence might then 
sell their sister’s peanuts to 

a girl of the same age. Their 
parents seem wealthy but 
the girl has a large scar on 
her face. A cockroach crawls 
out of her peanuts and her 
parents are livid... 


m Repression Possession 


You and the rich girl are in 
prison. Prisoners are beating 
her and will beat you if you 
don’t join in. 


Pregen Flashbacks (2/2) 


Sebastian L’Eclaire: 
w Flashback - Audition 
You're on an old wooden 
stage auditioning for the 
role of soldier Gregory 
Peerpah. A director along 
with a few producers and as- 
sistants sit a few rows back. 
Your line is: “Did you mess 
your pants, private, or is 
that the wet morning dew?” 
(You're asked to repeat this 
several times. Each deliv- 
ery is met with giggles or 
eye rolls. They make vague 
requests like ‘speak more 
like a soldier’. Eventually 
the director comes up and 
remarks: “To put it in one 
phrase, you've got no callus- 
es on your fingers.” Before 
leaving, Sebastian feels all 
eyes on himself... 
m Memory via Queen’ chained 
book - The Battle of New Bebas 
Asa child attending the (now 
bankrupt) opera of “The 
Battle of New Bebas”, your 
mother leans over and says, 
“Look at their faces, Sebastian. 
These tears save more lives 


than swords. They’re more 
commanding than any gen- 
eral’s orders.” Everyone in the 
audience is sobbing at the scene 
of a squad grieving the sacrifice 
of one soldier who ran into a 
Garamite explosives warehouse 
and detonated it. 
m Repression Possession 
You're performing in “the 
Battle of New Bebas”. Your 
mother is in the audience. 
No one is emoting. All 
eyes are on you and you've 
forgotten your line. Eventu- 
ally a real Garamite soldier 
breaks onto stage and is 
coming for you. 


Zirigok Runeblade: 

mw Flashback - Safari 

As a teenager, your father would 
take you on big game hunting 
safaris. He refuses to leave until 
you catch a lion with a head big 
enough to hang on the wall at 
home. You've been camped out 
in these grasslands for weeks, 
but every beast eludes you. 

He sends you out to stalk at 
night. In a clearing of tall grass 


you find a wounded lion. A 
giant antler pierces through its 
mouth... 
m Repression Possession 
A taxidermied lion’s head 
is hung in the town square. 
It’s speaking in common. 
It’s telling all who will listen 
that you are a liar. More and 
more people are starting 
to listen. You feel a stone 
pelt your back. More stones 
follow. 


Conceptual Wells 
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Mortality. 

Basic arithmetic. 
Privacy. 

Colors. 
Violence. 
Strangers. 
Hope. 

Despair. 
Gravity. 
Breathing and the need 
for air. 


. The sensation of smell. 


One cherished friendship. 


. Personal hygiene. 
. All grudges. 


. Honor. 


Guilt. 


. That other people can see 


you. 


. That the voice inside your 


head is your own. 
That there are limits to 
your power. 


. Object permanence. 


Bibliomancers Pen 


Little is known about who 
made these and how. But each 
pen is highly sought after. 

A yellow feather connects to 
a silver grip. It holds no ink but 
magically activates when pressed 
against a word in a book. 

When a character is con- 
jured, there is first a rush of 
words and ink which swirl in 
the general shape of the charac- 
ter, and then harden into leaves 
of paper, which then hardens 
further into the likeness of the 
conjured character. 


Books: 

Invite each of your players to 
bring one fictional book off 

their own bookshelf. This will 

be an intact book that they dis- 
cover in the Queen's satchel. (p.5) 


General Rules: 

@ Reality bends and alters to 

the rules and reality of the con- 
jured character’s native fiction. 

m If the conjured character is 
good or neutral, it has an 80% 
chance of aligning with the 

pen’s wielder (98% if conjured 
during combat). Evil or chaotic , 
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characters have a 60% chance 
(80% if conjured in combat). 


Damaged Pen: 

This is the pen players find. (p.5) 
gw Each book that is attuned to 
the pen can conjure only two 
different fictional characters if 
playing with three or fewer PCs, 
or only one character if playing 
with four or more PCs. 

m The pen’s wielder has two 
options, and when one option is 
used, only the second option is 
available: 

1. The character lasts for 3 
rounds (30 seconds) before 
reverting to a few loose 
leaves of paper. 

The character can pass 
through one doorway, but 
upon a second doorway it 
reverts to paper. 


Notes on Stats: 

m HP (1d6) — average(3), 
hardy(6), serious threat(10+). 

mw ABILITY SCORES (3d6 per 
ability) — deficient(3), weak(6), 
average(10), noteworthy(14), 
legendary(18). 


“I Search The Body.’ 


ROLL D30 A FEW TIMES 


1. quill and paper. 

2. d6 candles. 

3. rusted music box. 

4. an hourglass. 

5. mood ring. 

6. glass jar of fireflies. 
7. antique music sheet. 


8. bottle of perfume. 


9. lock of fur belonging to a 


mythical creature. 


10. vial of “Fey Residue”. 


11. crumpled map of a distant 


land. 


12. petrified dragon scale with 


residual heat. 


13. owl pellets containing gold 


coins. 


14. box of matches. 


15. cuckoo clock. 


16. a last will and testament. 


17. cigars. 


18. swiss army knife. 


19. elf’s ear and inkwell. 


20. “truth serum”. 
21. fertility statuette. 


22. raggedy baby doll. 


23. love poem. 


24. warrant for somebody’s 
arrest. 


25. mechanical bird with wind- 
ing key. 


26. ornate, wooden puzzle box. 


27. hand mirror that reflects a 
woman standing behind you. 


28. book of stories. 


29. a quiver made of intestine, 
holding one last arrow. 


30. pouch of sand. 


Handouts 


m fig.1 — Found in the Queen’s 
satchel, this loose page is all 
that’s left from a book that’s 
been digested down to pulp. 
(p.5) 

e = This page is in reality an 
amalgamation of Freud’s 
writings on the topic of 
repression, especially in 
reference to the Oedipus 
Complex. 

Using this page and the 
Bibliomancer’s pen, the 
Queen conjured Repres- 
sion. 

Tip: tear and stain this 
handout to replicate the 
bookworm’s digestive 
fluids, as well as to better 
focus the players so they’re 
not caught up on every 
line. 


m fig.2 — This loose page is 
found by the elevator door in 
the Study Hall. The words “The- 
ban Sphinx’ have been burned 
out. (p. 9) 

e = This isa passage from 


Freud’s On the Interpreta- 


tion of Dreams. 
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¢ The Queen, while pos- 
sessed by Repression, used 
the Bibliomancer’s pen to 
conjure the Theban Sphinx. 
The Librarians were able to 
redact the Theban Sphinx, 
hence its name on this 
handout should be burned 
or covered in white-out, so 
that players cannot read it. 


@ fig.3 — This loose page is 
found in the Ink Vat room. It is 
covered in black ink. (p. 7) 


e This is a passage from the 


play Oedipus Rex. 


m fig.4 — When librarians 
attempt to redact Repression, 
these words fill the air forming 
a battle map for players to move 
through. (p. 21) 

This is the same text from 
fig.1 but the paragraphs 


have been spaced out to be 


their own movement zones. 


fig.1 


The two instinctual impulses that have been 
overtaken by repression - sadistic aggressiveness 
towards the father and a tender passive attitude to 
him - form a pair of opposites. 

The super-ego comprises both -- the precept: 
‘you ought to be like this (like your father).’ 
along with the prohibition: ‘You may not be like 
this (like your father) - that is, you may not do 
all that he does; some things are his prerogative.’ 
So the child’s infantile ego fortifies itself for 
the carrying out of the repression by erecting this 
same obstacle within itself - perpetuating his pro- 


hibition against incest, and so secures the ego from 


the return of the libidinal object-cathexis. The 


libidinal trends are in part desexualized and subli- 
ated. 
There are also wishes and fantasies which 


keep the masculine line from their very nature, and 
which are the expression of masculine instinctual 

impulses - sadistic tendencies, for instance. It is 
no less certain that these impulses, too, are over- 
taken by repression. 
We can attribute a ‘repression’ to the ego’s 


turning away such object-cathexis, although lat- 

er repression comes about with the participation of 
the super-ego, which in this case is only just being 
formed. But the process is more than a repression. 
It is equivalent, if it is ideally carried out, to 

a destruction and an abolition of the complex. We 
may plausibly assume that we have here come upon the 
borderline between the normal and the pathological. 
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On The Interpretation of Dreams 
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The second great problem which exercises 
a child’s mind - only at a somewhat later age. No 
doubt - is the question of the origin of babies. 
This is usually started by the unwelcome arrival 
of a small brother or sister. It is the oldest 
and most burning question that confronts immature 
humanity. Those who understand how to interpret 
myths and legends can detect it in the riddle of 
the Theban-Sphinx. The customary answers given 
to the child in the nursery damage his genuine 
instinct of research and as a rule deal the farst 
blow, too, at his confidence in his parents. 
From that time on he usually begins to mistrust 
grown-up people, and to keep his most intimate 
interests secret from them. The following little 
document shows how tormenting this curiosity can 
become in older children. It is a letter written 
by a motherless girl of eleven and a half who had 
been speculating on the problem with her younger 
sister. 


‘Dear Aunt Mali, 

‘Will you please be so kind as to tell 
me how you got Christel and Paul. You must know 
because you are married. We were arguing about it 
yesterday evening and we want to know the truth. 
We simply can’t understand how the stork brings 
babies. Then we want to know as well if the stork 
gets them out of the pond and why one never sees 
babies in ponds. And will you please tell me, 
too, how one knows beforehand when one is going 
to have one. 

‘With thousands of greetings and kisses 
from us all, 

‘Your niece, 
Tid Pt, ,.? 


fig.3 


TIRESIAS 

And yet this very greatness proved thy bane. 
OEDIPUS 

No matter if I saved the commonwealth. 
TIRESTIAS 

‘Tis time I left thee. Come, boy, take me home. 
OEDPIUS 

Aye, take him quickly, for his presence irks 

me; gone, thou canst not plague me more. 
TIRESTAS 

I go, but first will tell thee why I came. 


Thy frown I dread not, thou canst not harm me. 
Hear then: this man whom thou hast sought to 
arrest with threats and warrants, 
the wretch who murdered Laius--that man is here. 
He passes for an alien in the land 
But soon shall prove a Theban, native born. 
And yet his fortune brings him little joy; 

For blind of seeing, clad in beggar’s weeds, 
For purple robes, and leaning on his staff, 

To a strange land he soon shall grope his way. 
And of the children, inmates of his home, 

He shall be proved the brother and the sire, 
Of her who bare him son and husband both, 
Co-partner, and assassin of his sire. 


Lb 


Go in and ponder th 
That I have missed 
I have no wit nor s 


Exeunt TIRESIAS and OEDIPU 


is, and if thou find 
the mark, hencefort 
kill in prophecy. 
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fig.4 


The two instinctual 
impulses that have been 
overtaken by repression 
sadistic aggressiveness 
towards the father and a 
tender passive attitude 
to him form a pair of 
opposites. 


We can attribute a ‘repression’ to the 

ego’s turning away such object-cathexis, 
although later repression comes about with 
the participation of the super-ego, which 

in this case is only just being formed. 

But the process is more than a repression. 
It is equivalent, if it is ideally carried 
out, to a destruction and an abolition of 
the complex. We may plausibly assume that we 
have here come upon the borderline between 
the normal and the pathological. If the ego 
has not achieved much more than a repression 
of the complex, the latter persists in 

an unconscious state in the id and later 
manifests its pathogenic effect. 


The super-ego comprises both the 
precept: ‘you ought to be like this 

(like your father).’ along with the 
prohibition: ‘You may not be like this 
(like your father) - that is, you may not 
do all that he does; some things are his 
prerogative.’ So the child’s infantile 
ego fortifies itself for the carrying 


out of the repression by erecting this 
same obstacle within itself perpetuating 
his prohibition against incest, and so 
secures the ego from the return of the 
libidinal object-cathexis. The libidinal 
trends are in part desexualized and 
sublimated. 


There are also wishes and 
fantasies which keep the 
masculine line from their 
very nature, and which are 
the expression of masculine 
instinctual impulses sadistic 
tendencies, for instance. It 
is no less certain that these 
impulses, too, are overtaken 
by repression. 
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ABILITIES -- STR: Brawn, prowess & resistance. DEX: Dodg- 
ing, sneaking & reflexes. WIL: Persuasion, survival & insight. INT: 
Academics, investigation & magic. 

SAVES -- Roll a d20 equal to or under an ability. 1 is always a 
success, 20 is always a failure. 


HIT PROTECTION -- HP indicates a PC’s ability to avoid get- 
ting hurt. It is lost during combat & recovered after a few moment’s 
rest. A moment’s rest can restore lost HP. 


INVENTORY -- Most items take up one slot, but smaller items 
can be bundled. Bulky items take up two slots and are awkward or 
difficult to carry. Filling all ten item slots reduces a PC to OHP. 


ACTIONS -- On their turn, a character may move up to one ad- 
jacent zone and take up to one action. Actions may include casting 
a spell, attacking, making a second moye, or other reasonable activi- 
ties. Whenever initiative is uncertain, the PCs should make a DEX 
save to see if they go before their enemies. 


SPELLBOOKS -- Spellbooks contain a single spell and take up 
one item slot. Anyone can cast a spell by holding a Spellbook in 
both hands and reading it aloud. Casting a spell adds a Fatigue, 


which occupies one inventory slot. 


COMBAT -- The attacker rolls their weapon die and subtracts the 
target’s Armor (never more than 3 AC), then deals the remaining 
total to their opponent’s HP. Unarmed attacks always do 1d4 dam- 
age. If multiple attackers target the same foe, roll all damage dice 
and keep the single highest result. If attacking with two weapons 

at the same time, roll both damage dice and keep the highest. If an 
attack is impaired, the damage die is reduced to 1d4, regardless of 
weapon. If the attack is enhanced, the attacker rolls 1d12. 
DAMAGE -- Damage that reduces a target’s HP below 0 decreases 
their STR by the remainder. They must then make a STR save to 
avoid critical damage. Failure takes them out of combat, dying if 
left untreated. Having 0 STR means death. 
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Arial History 
Librarians........ 
Player Death. 
Arrival, Doors, What NPCs Want... p-5 


I. RUINED STAGES scisccsatatesenitiisnes Po 
2. HELP DESK... 
3. INK VATS......... 
4. STUDY HALL 
5. TEA ROOM......... 

6. PRINTING PRESS... 
7. ILLUSORY STACKS . as 
8. CATALOGUE OF CONTENTS... p. 18 
9.SYSTEM STYGIAN... 


Pregen Player Characters .. 
Pregen Flashbacks wees 
Conceptual Well Concept Drain. 
Bibliomancer'’s Pen 
“I Search The Body” Table. 
Handouts wcesesssssnseseseene 
Armor, Weapons, Gear Table... 


4-Hour Game: 
~25 min/room 


5-Hour Game: 
~30-33 min/room 


6-Hour Game: 
~36-40 min/room 


